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GAMERS 


CHOICE 



ovember means snow, Thanks¬ 
giving, pumpkin pie, turkey, and 
football. This year it also means 
two new major console releases to choose 

In the blue corner, Sony's PlayStation 
4. By all accounts this powerhouse is the 
most powerful gaming console ever made. 

It boasts 16-times the RAM of the PS3, a 
blazing fast processor, and the ability to 
turn strings of code into dazzling displays of 
graphics and sound. 

In the green corner, Microsoft's Xbox One. 
Though it has the same amount of memory 
it does use RAM (DDR3 vs. DDR5), leading 
some to declare it inferior. But when you're 
dealing with this much power, such differ¬ 
ences are minimal. Plus Xbox One has a few 
unique offerings, starting with the new and 
improved Kinect sensor that literally puts 
new gameplay in your hands... and voice. 

Both systems have exclusive games, fran¬ 
chises that have created diehard fans loyal to 
a particular manufacturer. 

Halo and Gears of War enthusiasts will 
naturally gravitate to the Xbox while those 
patiently awaiting the next Uncharted or God 
of War will snatch up the PS4. 

As gaming a gaming journalist, I'm 
frequently asked which system someone 
should buy, and although it sounds like 


a cop out, I have to say there is no right 
answer. 

I have played both the PS4 and Xbox One, 
and find them both to be amazing pieces of 
hardware. Both have great games coming 
at launch and even more great games down 
the line. 

Another question I'm asked a lot is 
whether someone should upgrade right 
away to this new generation of console or 
wait for more games to come out. This is 
easier to answer. 

Battlefield 4 on the new generation of con¬ 
soles - both PS4 and Xbox One -- supports 
64-player multipalyer. Current generations 
cut this number down to 24 players. 

If you were doubting the power of these 
new systems, those 40 additional players 
should convince you. 

You can see the power in other games 
too, whether from the hordes of zombines 
in Dead Rising 3 or the outstanding particle 
effects in Knack. You just can't go wrong. 

Videogames are moving forward and it's 
gonna be a great ride. So, whichever console 
you choose, look to Walmart GameCenter 
to bring you all of the latest information on 
these and on everything gaming. 

STEVE HARRIS 
PUBLISHER 
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GAMING NEWS, NUMBERS, AND GOSSIP 


EDITED BY ERIC L. PATTERSON 



HERE COMES THE NEXT 
GENERATION OF GAMING 


n fter one of the longest console generations 

this industry, the changing of the gaming guard is finally 
set to begin. Microsoft and Sony—the industry giants 
behind the Xbox 360 and PlayStation 3, respectively—are ready to 
usher gamers around the globe into a whole new world of high- 
definition excitement, and the final pieces of these upcoming system 
launches are now in place. 

First up will be the PlayStation 4, which will be hitting on November 
15. The PlayStation 3 originally launched on November 11,2006, seven 
years and four days apart from its successor. When Sony unveiled the 
PS3, its push was for a high-tech machine that would not only play 
powerful new games, but also support the company's new HD video¬ 
disc format, Blu-ray. Because of that push, the system was released for 
$599—far above the Xbox 360's $299 and $399 launch prices. This time 
around, Sony's worked hard to craft a console that's not only powerful 
enough for the games of tomorrow, but also one that's priced at a 
more consumer-friendly $399. 

Next up on November 22 is the Xbox One, coming in exactly eight 
years after the Xbox 360's November 22,2005 release date. In those 
years, Microsoft took its follow-up to the original Xbox from a game- 
focused system to one that blended the best solo and multiplayer vid¬ 
eogame offerings with a wide variety of media services and solutions. 


MICROSOFT AND SONY ARE READYT0 USHER 
GAMERS AROUND THE GLOBE INTO A WHOLE 
NEW WORLD OF HIGH-DEFINITION EXCITEMENT 



Building on that evolution of the platform, the Xbox One will be able 
to directly interface with your cable box or DVR, giving players the 
ability to watch television while playing games, or to better control 
those media options directly through the Xbox One. Of course, the 
next generation of Kinect will be a big part of this next Xbox, so much 
so that Microsoft will be bundling a Kinect sensor with every Xbox 
One sold. Due to that, the Xbox One's launch price will be $100 more 
expensive than the PS4, coming in at $499. 

No matter which system you choose at launch—or if you decide 
to go all out and get both—the PlayStation 4 and Xbox One will both 
offer a rich, exciting variety of games not possible 
on today's systems. Each system will have its own 
unique features and specialties, and while it's too 
early to determine which will come out on top 
here in North America, one thing's very clear: This 
November will be one of the most exciting months 
for gamers in years. 
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CURRENT CONSOLES STILL HAVE 
PLENTY OF YEARS, GAMES LEFT 


■ ■ hile it's easy to feel as if all eyes are focused on the launch of the 

■ I next-generation consoles, those who aren't ready to upgrade just 

^0 ^0 yet shouldn't feel left out. 

Microsoft recently spoke to its commitment to the current Xbox, assuring 
fans that the system won't be going anywhere. They noted that the Xbox 360 
won't be phased out until 2016, and that the system still has more than 100 
games planned for release in the coming years, with major titles such as Titan- 
fall, World of Tanks, Fable Anniversary, and LocoCycle coming in the near future. 

Sony also promises that there's a lot of life left in its venerable PlayStation 3. 
The system recently saw a price cut to $199, meaning that more gamers will be 
able to jump onto the platform at a very budget friendly price. Representatives 
at Sony note that software support is currently planned through at least 2015, 
with the upcoming months bringing games such as Gran Turismo 6, Ratchet & 
Clank: Into the Nexus, Final Fantasy X\ X-2 HD, and Rain. 



WANT TO WIN ONLINE? 
BE NICER 


LAUGHING ALL THE WAY TO 
THE POKE-BANK 


F or anyone who's gone online to play against others in either 
competitive or cooperative games, you've no doubt run into 
this type of gamer at some point: those players who put man¬ 
ners aside and instead spend their time online raging at anyone who 
they feel isn't up to snuff when it comes to skills or style. 

If you're part of the majority of players who find “rage gamers" to 
be an annoyance, then there's good news: a new study by Riot Games 
shows that getting angry while online can actually have a negative 
effect on your ability to win games. 

The League of Legends publisher revealed that, according to their 
statistics, players who show sportsmanlike conduct win over 1.7 million 
more games a day than angry players. Meanwhile, they noticed that 
for each "negative” player that was on a team, that team's chances of 
winning decreased. A team with three negative players on it had a 46 
percent chance of winning, while a team with only positive players had 
a 54 percent chance of winning. 

"What some players fail to understand is epic comebacks don't come 
from berating your teammates,” Riot Games said in their reveal of the 
statistics. "Rage doesn't win games." 


n cross the long history of Nintendo's Pokemon games, 
would-be trainers have worked hard to capture, train, 
and evolve their favorite Pokemon from the hundreds 
of choices provided across the various games. One of the toughest 
parts of moving from one game to another, however, has been mak¬ 
ing sure your personal Pokemon rosters make the move with you. 

Now, Nintendo's hoping to fix that. The company's just an¬ 
nounced the Pokemon Bank, a new service that will allow players 
to upload and store up to 3,000 Pokemon on Nintendo's cloud 
servers for an annual fee. The service will be compatible with 
Pokemon Black and White, Pokemon Black and White 2, and Poke¬ 
mon X and Y, with Pokemon deposited into the Pokemon Bank 
available for transfer into Pokemon X and Y. 

While further details about how the Pokemon Bank will be 
used in the future have yet to be unveiled, it seems likely that 
Nintendo will be able to use the service to allow Pokemon train¬ 
ers both new and old to utilize their favorite Pokemon across not 
just the company's portable Pokemon offerings, but also future 
titles on all Nintendo systems. 
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CALENDAR 

Get great extras 
by pre-ordering 
tomorrow's hits today! 















VOICE CONTROLS, VIRTUAL GUIDES, BACKWARD 
COMPATIBILITY, AND NEXT-GEN VR GOGGLES 


WALMARTS 

TOP SELLERS 

This month's top-selling videogames... 


As your resident insider, I, Quartermann, get 
excited about gaming news every issue. But 
this month is special! Why? Because the next 
generation of gaming is nearly upon us! I can 
hardly contain my enthusiasm, and I've got a 
special batch of rumors coming your way for 
the occasion... While I always consider myself 
the epitome of cool, even your ever-faithful 
Quatermeister couldn't help but feel a bit 
weird at the idea of talking to my technology. 
However, Apple's iPhone-embedded Siri has 
opened up a brave new hands-free world 
for me and millions of other users, and it 
seems Microsoft is hard at work on their own 
similar voice-control services. These efforts 
would supposedly bring an advanced level of 
voice recognition and natural human speech 
understanding to Windows Phone, Windows, 
and the Xbox One. That last platform is where 
things get the most interesting, since such 
tech goes perfectly with the push Microsoft's 
making with the updated Kinect sensor. 

Oh, and there's one other tidbit I've yet to 
mention. The internal codename for this ad¬ 
vanced audio software? Cortana—aka Master 
Chief's virtual partner from the Halo series... 
Part of what will power Microsoft's voice- 
recognition efforts is their Azure cloud 
platform, but that isn't the only thing this 
tech provides. Albert Penello, a senior direc¬ 
tor who plays a part in the company's Xbox 
projects, has hinted that Azure could be used 
to offer the Xbox One backward compatibility 
with older Xbox and Xbox 360 titles. Their 
rivals over at Sony have talked about giving 
the PlayStation 4 the option to play older 
games across the various PlayStation con¬ 
soles, a feature that will come thanks to their 
investment in Gaikai (which produces the 


tech needed to stream games to a variety of 
hardware platforms). While Microsoft might 
not have invested in a company dedicated 
to streaming services like Sony did, if there's 
anyone who can figure out howto offer such 
options to their consumers, it's gotta be the 
folks in Redmond ... Reviving the Xbox's past 
wasn't the only thing that Penello had to 
say as of late, however. He's revealed that his 
company had been caught somewhat off 
guard by the negative reactions to Micro¬ 
soft's digital-rights-management plans for 
the Xbox One—and that while major plans 
had changed in an effort to listen to that out¬ 
cry from consumers, some of those features 
might be returning if the Xbox team can 
figure out a way to better implement them ... 



Microsoft isn't the only company busy work¬ 
ing on top-secret projects, of course! I'm 
hearing rumors that the masterminds at Sony 
are working on a device specifically intended 
to take gamers into brave new VR worlds, 
well beyond where any of its current visor¬ 
like headsets can provide. There's been some 
thought given to the idea that Sony could 
work with the people behind the amazingly 
impressive Oculus Riff headset, as Sony Com¬ 
puter Entertainment worldwide studios presi¬ 
dent Shuhei Yoshida has been an especially 
vocal fan of the Rift. While it's still certainly 
possible that this headset could be officially 
supported via the PS4, it also makes sense 
that the company would want to build upon 
the work they've already put into researching 
and producing such devices... 
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"Battlefield4 is set in the modern era, and the weapons and vehicles will reflect that, 
but now we're expanding to new locations like China and letting players choose to be 
Chinese, Russian, and U.S. soldiers in multiplayer. We've even brought in new Chinese- and 
Russian-specific vehicles like the Chinese Type 99 main battle tank and the Russian SU-50 
stealth fighter jet. We're also making a stronger focus on amphibious assault and created 
more water vehicles, such as the Chinese DV-15 Interceptor fast attack boat. What's more, 
we couldn't be more excited to bring the full 64-player PC experience and 60 frames per 
second to consoles for the first time. It's something we've always wanted to do, and it's 
something that our fans want. Now, with the power of next-gen consoles, we can do that 
without sacrificing the core features that make Battlefield what it is—massive maps, a dy¬ 
namic sandbox filled with destruction, and all-out vehicular warfare on land, air, and sea." 

-PATRICK BACH, EXECUTIVE PRODUCER, DICE 


PRE-ORDER NOW at WALMART 
and WALMART.COM to receive the 
China Rising Expansion Pack and 
Battlefield 3, PLUS a WALMART 
. EXCLUSIVE $4.99 VUDU Movie 
Credit, while supplies last! A 














RIVALS 


"With every Need for Speed game, we pull in elements from the previous ones. But what 
makes Rivals different is a new system called AIIDrive. Instead of deciding whether you 
want to play the single-player mode or multiplayer, Rivals puts you into a world where 
there's a story, and you have a career as a cop and a career as a racer, but if your friend starts 
playing the game, they're placed into the same world as you. So if your friend is playing as 
a cop, and you see them chasing after some racer, you just join in that chase, seamlessly. 
There's no loading, no waiting. Or, if you're driving along and your friend drives by, you can 
pull up alongside them and challenge them to a race. So, while it's not an MMO like World 
ofWarcraft, it does build upon the social rules that are present in games like that." 

—MARCUS NILSSON, EXECUTIVE PRODUCER, GHOST GAMES 
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PRE-ORDER nowatWALMART 
and WALMART.COM to receive the 
Ultimate Cop Pack with access to the 
Nissan GT-R Black Edition cop car, 
k while supplies last! A 
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PUBLISHER WARNER BROS. INTERACTIVE 
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-ARTHUR PARSONS, GAME DIRECTOR, TT GAMES 
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GAMING DEGREES 

Learn how a degree from Full Sail University 
can help you pave the way toward a future 
in the game industry. 
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From video presentations and podcasts, to 
animations and interactive content, to online 
guest lectures and interviews, your coursework is 
anything but boring. 
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"LEGO Marvel Super Heroes has so many new game mechanics. When we first s' 
wanted to do justice to each and every character. To do this, we drew upon ref 
from the comics, TV shows, cartoons, and the movies—and, in many cases, we 
upon all of them. This game spans the entire Marvel universe and timeline, so 
freedom to take our pick of all of the best bits of every character. And from the 
new mechanics and abilities were born, such as how the brute strength of the 
him to pick up vehicles and throw them around or stomp to kick up chunks of 
to throw at enemies. I can safely say that we've never had quite as many mechl 
do in LEGO Marvel Super Heroes." ^ 

-ARTHUR PARSONS, GAME DIRECTol 


Every student receives a notebook computer and 
powerful media creation software so you can learn 
and create anywhere. 
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technical support seven days a week, it’s easier 
than ever to connect. 
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ASSASSIN'S CREED IV: 

BLACK FLAG 


"The world is splintered off into 11 sections, ranging from easiest to hardest. We don't block 
you off with invisible walls. You can go anywhere you want from the beginning—it's just 
that you're not strong enough. We block you with challenge, because we want you to be 
a pirate and loot as much as you can, get as many resources as you can, and upgrade your 
ship using wood, metal, gunpowder, gold, and blueprints that you find around the world. 
You could, theoretically, do a no-upgrade run. It might be very hard—you need to be very 
skilled—but it's possible. We know sailing can be boring, so we try to make it as fun as pos¬ 
sible. We try to have a metric where, every 30 seconds, something's happening—some poor 
sailors might be floating on a raft, and you can try to recruit them, or a whale will shoot up 
and you can try to harpoon it." 

—DAVID BEDARD, INTERNATIONAL PRODUCT MANAGER, UBISOFT 











PUBLISHER MICROSOFT STUDIOS 
DEVELOPER FRONTIER DEVELOPMENT S 
PLATFORMS XBOX ONE (11.22) /XBOX 360 (11.08) 


"Zoo Tycoon on Xbox One takes advantage of next-gen technology, so it will have greater 
visual fidelity, larger zoos, and more animals. Through the collaborative power of the cloud, 
you can upload your zoo and share it with tycoons all over the world. In the Xbox One 
version of Zoo Tycoon, up to three of your friends can simultaneously join in on the fun 
through Xbox Live to create and manage your zoos together.The Xbox One Kinect takes 
your animal interactions to a whole new level. Your zoo animals will recognize your face 
and your voice and react to your movements and instructions like never before. You can 
also engage in large-scale, community-wide conservation efforts, where players can come 
together and work on achieving a goal related to the care and support of these amazing 
animals. You'll be able to communicate with other tycoons via Skype and loan and trade 
animals with the entire community." 

-JORG NEUMANN, MANAGER, MICROSOFT STUDIOS 


PRE-ORDER this WALMART 
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While the folks who make games are usually a creative bunch, 
that creative instinct apparently went out the window when 
it came to naming characters in Origins —a number of them 
are named after people who worked on the game. "One of the 
crime families, the DeLucas, is named after producer Anthony 
DeLuca/'Ekins admits,"while Bane's right-hand man, Angel 
'Bird'Vallelunga, is named after associate cinematics director 
Manuel Vallelunga. And the first crime scene centers around an 
unlucky Gotham Optics employee who's named after one of 
our senior game designers, Dave Shannon." 


H e wears a mask and pretends to be an aloof billionaire 

playboy, living his life in the shadows. But the Caped Cru¬ 
sader isn't the only one with a lot of secrets. There are- 
according to Warner Bros. Games senior marketing game manager 
Kelly Ekins and Warner Bros. Games Montreal creative director Eric 
Holmes—quite a few when it comes to the Dark Knight's latest 
adventure, Batman: Arkham Origins. 
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PHYSICAL GRAFFITI 

In games, you can always tell when a city's 
been hit by hard times when the walls are cov¬ 
ered in graffiti. But for Arkham Origins, Warner 
Bros. Games Montreal didn't just get the art 
department to scribble a bunch of nonsense 
on a brick-looking surface. "All of the graffiti 
in Gotham was actually created by prominent 
Montreal graffiti artists," Ekins reveals, adding, 
"See if you can find tags from 'Sino,' 'Sake,' 
and 'Omen.'" 



NOTES ON A NAPKIN 

To make their game, the good people at 
Warner Bros. Games Montreal used powerful 
computers, advanced technology, and, oddly, 
some napkins. "In Origins, there are maps on 
the wall of the Gotham City Police Depart¬ 
ment's headquarters," Ekins says. "They're 
actually scans of drawings that lead level 
designer Adam Alim did on a series of napkins 
early in the game's production." 





As it turns out, graffiti isn't the only thing the 
Origins team saw on a local wall that they de¬ 
cided to put into their game. As Ekins explains, 
"In My Alibi, which is a bar in Origins, there's a 
taxidermy ostrich head and neck on the wall. 
It's a nod to the taxidermy ostriches on the wall 
at Bily Kun, a local bar here in Montreal.” 



DEATH BE NOT PROUD 

While there are many talented people 
working at Warner Bros. Games Montreal, 
sometimes you just need to bring in a special¬ 
ist. "Our game required some extreme vocal 
efforts to help sell the voracity and tempera¬ 
ment of one of the bosses,” Ekins says. "To get 
the right mood, we brought in the singer from 
a death-metal group in Montreal, and he was 
able to nail the performance." 



BAD TO THE BONE 

As someone who fights crime, Batman 
wouldn't be a fan of, say, a former teacher 
who sells meth. But that's not the case for 
some of the people who made Origins. 
"There's a scene in the game," Ekins says, 
"where Alfred tells Batman that he's in over his 
head and needs to give it up before he ends 
up dead, and Batman tells Alfred exactly what 
he believes Batman is. Our inspiration for that 
was the 'I am the one who knocks' scene in 
Breaking Bad, when Walter told Skyler just 
what he believes he is, that he's not a victim 
but instead a predator." 


VOICE OF THE PEOPLE 

Because Batman: Arkham Origins is a prequel 
to Arkham Asylum and Arkham City, the devel¬ 
opers replaced Kevin Conroy, who'd voiced 
the Caped Crusader in those games, with the 
20-years-younger Roger Craig Smith. For the 
last three years, he's actually been the voice 
of another superhero, Captain America, in the 
cartoons The Avengers: Earth's Mightiest Heroes 
and Avengers Assemble. Oh, and Smith's also 
doing Cap's voice in Lego Marvel Superheroes, 
which comes out the same month as Origins. 




BIRD BRAIN 

In Origins, we see Batman in his second year as 
a crime fighter. As a result, you may see some 
prototype versions of devices he'll use later 
on in Arkham Asylum and Arkham City. But as 
it turns out, the Caped Crusader isn't the only 
one who plans ahead. "On the Final Offer, the 
floating base for the Penguin's illegal arms 
trade," Ekins points out, "there are plans for 
the Iceberg Lounge, which is the Penguin's 
location in Arkham City." 




BATTOTHE BONE 


While you'd hope a respectable business¬ 
man like Oswald Cobblepot would always be 
planning ahead, you might not expect the 
same thing from, say, the impetuous teenage 
daughter of a local police commissioner. 

But as Ekins explains, "You'll not only meet a 
young Barbara Gordon in Origins, but there's 
even some evidence of her future aspirations. 
You can even find some sketches she's done 
of a Batgirl outfit." 



© KICKING IT OLD 
SCHOOL 

As Holmes freely admits, "I don't think it's a 
secret that the Zelda series is obviously a core 
inspiration for the Arkham games." But he also 
says that Link's adventures aren't the only 
influence behind Origins. "I personally found 
Super Double Dragon on the Super NES to be 
the original 'counter' game, and I urged the 
team to use certain characters in that game as 
a reference for some of our new opponents." 
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T wo of the hottest games available are 
expanding! Skylanders is getting a 
whole new adventure, along with some 
fantastic new characters, in Skylanders:Swap 
Force, while the folks at Disney are getting 
ready to fill your Toy Boxes with a bunch of 
new characters. Here are some highlights fans 


ANNA and ELSA 

As the featured characters from the Disney animated 
feature Frozen, releasing November 27, these sisters have 
been separated but cannot be kept apart. Anna embarks 
on an epic journey to find Elsa, whose icy powers keep 
the Kingdom of Arendelle in eternal winter. Celebrate 
the film with these gorgeous figures and make your very 
own winter wonderland! 


Disney Infinity 


VON SCHWEETZ 

In her game. Sugar Rush, Vanellope 
might be a glitch, but in Disney 
Infinity, she gets the freedom to 
play all day with characters from 
across the Disney universe. Here's 
your chance to set up some sweet 
races for her and Ralph! 


WRECK-IT RALPH 

The great character from Disney's 
movie about videogames finally gets to 
appear in a great game himself. Wreck-lt 
Ralph may be a villain in his own 
game, but when you bring 
him to your Toy Box, he can 
be anything 
you want 
him to be. 


RAPUNZEL 

Once upon a time, Rapunzel was the poor, helpless damsel 
trapped in a tower. But in Disney's Tangled, she became the 
strong, curious, independent princess she was always destined 
to be. When you bring her into your Toy Box, she can continue to 
prove herself against whatever tests you design for her. 


< 
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RATTLE SHAKE 

When the legend of Rattle Shake— 
the famous tracker who defeated 
the nefarious Black Hat Gang by 
summoning an army of snakes at 
Mt. Cloudbreak—reached Master 
Eon, recruiting him to the Skyland- 
ers was a natural step. 


A member of the Skylands Bomb 
Squad, Blast Zone specializes in 
disarming deadly troll bombs. Af¬ 
ter showing the ability to swallow 
bombs and belch fire, this daring 
young furnace knight became a 
full-fledged Skylander. 


HOOT LOOP 

Raised by a guild of magicians, Hoot Loop's 
talents caught the attention of Master Eon, 
who presented him with an opportunity to 
learn some real magic as a member of the 
Skylanders. 


WASH BUCKLER L 

This orphaned Mermasquid jJ^B| 
was raised on pirate ships, 
but rather than succumbing 
to the evil buccaneers' ways, WasnV 
Buckler decided pirates could Jm 
be heroes as well as villains. ■ 
Master Eon found such heroism ™ 
a natural attribute for the Skylanders. 


"P MAGNA CHARGE 

Master Eon found Magna Charge when the 
Ultron robot with the giant magnetic head was searching 
for those who destroyed his homeland. After a demon¬ 
stration of his powers, the powerful Ultron soldier was 
quickly welcomed into the Skylanders. 
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I t's never easy for any series to keep reinventing itself, especially when it's 
a yearly franchise. But with a new console generation on the horizon, the 
folks at Infinity Ward felt this would be the perfect time to do more than 
just add a few new tweaks to Call of Duty, but to completely revamp the series. 
They began by taking a big risk: stepping away from the Modern Warfare moni¬ 
ker and crafting a whole new narrative with Call of Duty: Ghosts. 



- - (A 



The main story, written by Academy Award¬ 
winning screenwriter Stephen Gaghan (Traffic), 
takes place 10 years after an attack on the 
Odin orbital strike system causes a series of 
devastating kinetic bombardment events, 
pummeling a variety of targets around the 
United States with massive rods. When Odin 
falls into enemy hands, the United States 
is decimated and loses its status as a world 
superpower. Over that time, the country slowly 
begins to rebuild, but it remains frighteningly 
vulnerable—and now a powerful foe from 
south of the equator rushes in, overpowering 
much of what's left of the military and occupy¬ 
ing several states. Remnants of U.S. Special 
Operation forces have banded together 
though to combat this threat and have formed 
an elite paramilitary group simply known as 
the "Ghosts." 


As much as some gamers may enjoy the 
single-player portions of Call of Duty, Infinity 
Ward knows that multiplayer is their bread 
and butter. The biggest change here comes in 
the form of character customization. Sure, you 
could tweak yourgun in BlackOpsll, but Infin¬ 
ity Ward is going a step further with Ghosts. 
They're introducing a female soldier option 
for the first time, as well as a variety of other 
cosmetic choices for your avatars. 

"We really think of character customization as 
a few things," says senior producer Yale Miller. 
"It's about looks, for sure, but it's also about 
your loadout, your perks, your weapons, your 
killstreaks—all those kinds of things. Looking 
at the new perk system is where it all started, 
and it grew out from there, building on the 
work Treyarch did last year [with Black Ops If] 
and trying to go beyond that." 


MODE OPERANDI 


A major multiplayer overhaul wouldn't be complete without some new match types. 
Ghosts will feature seven never-before-seen takes on some classic modes, and here are 

the three that stand out the most to us. 


CRANKED 

A new take on Team Deathmatch, Cranked is perfect for players who love to string 
together kills quickly. For each kill, you'll get a massive speed boost. This also starts a 
30-second timer, and if you don't kill again in that timeframe, you'll explode! 

SEARCH B RESCUE 

Mixing up Search & Destroy with Kill Confirmed, Search & Rescue still gives one team a 
bomb and the objective to destroy a point on the map. The catch? In order to perma¬ 
nently eliminate someone from the game, you'll need to collect their dog tags—and if 
the downed soldier's teammate grabs them instead, that player gets to come back. 

BLITZ 

This twist on Capture the Flag makes every player a "score-able" object. Each person's 
worth a point if they can get to the other side of the map, so the team that works the 

best together to protect their point—as well getting the occasional soldier to the 
other side—will win 



■BomacenCer 










33 





./.S' 


1 

_A 


By now, just about everyone's heard of 
Riley, the German Shepard that you oc¬ 
casionally play as in single-player—and 
who takes down a helicopter all by himself. 
But Riley isn't just a feature you'll be able 
to take advantage of in the campaign. In 
a new perk to Ghosts' multiplayer, you can 
unleash a special brand of chaos with a dog 
of your own. 

"When we were toying with the idea of 
adding it to multiplayer," says multiplayer 
creative director Eric Biessman, "we went 
in with the mindset that the dog killstreak 
reward is similar to something like the 
Battle Hind, where you're getting kills from 
a killstreak, and it's Al-controlled. It's an 
assault reward, and it’s something we want 
players to get some benefit from. But it’s 
also unique, and it's a lot more memorable 
getting taken down by a German Shepherd 
than by a sentry gun or something like that." 


SEVEN NEW GAME MODES WILL BE INTRODUCED, DYNAMIC 
EVENTS IN THE ENVIRONMENT CAN NOW LEAD TO INDIRECT KILLS, 
AND LOCATIONAL BATTLECHATTER COMPLEMENTS THE GAMEPLAY 


The Pick 10 system from Black Ops II —where 
players have 10 points with which to custom¬ 
ize their character—will return, but players 
shouldn't expect everything to stay the same. 

"Perks have value now, and that just really 
leads to better balance," Miller says. "Some¬ 
thing that's more powerful costs more points. 
We want players to be able to express them¬ 


selves uniquely. Before, you could only pick 
one perk from each group given to you. Now, 
you can pick a bunch from whatever group 
as long as you have the points. If you wanted 
nothing but Speed perks, you can do it. That 
led to the idea of building out squads and 
making specialists and making guys who can 
do things really well." 


Character customization isn't the only ele-‘ 
ment added to multiplayer to keep things 
fresh, though. Seven new game modes will be 
introduced, dynamic events in the environ¬ 
ment can now lead to indirect kills, and 
locational battlechatter complements the 
gameplay and makes it come alive for players. 

"Battlechatter seems like such a little thing," 
says multiplayer creative director Eric Biess¬ 
man, "but when you're playing online and 
you don't have a team that's communicating, 
having the game's Al actually help you by 
callingout, "There's two in the tower!" goes 
a long way toward enhancing your experi¬ 
ence. We iterated on this constantly so that it 
doesn't flood your speakers or headphones or 
anything. It's at a point where you probably 
hear it only a little bit, but when you do hear it, 
it makes a difference. And that's the sweet spot 
where it adds to—but doesn't detract from— 
the experience." 

So whether you're into Call of Duty for the 
single-player or the multiplayer, it looks like 
Ghosts will bring something for everyone—and 
that's exactly why the franchise continues to be 
one of the most popular in the industry. <8 
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Walmart Exclusive in-game 
Cyberpunk Theme Pack, 
k while supplies last! 


WATCH_DOGS 


HE KNOWS MORE ABOUT YOU THAN THE NSA 


BY JOSH HARMON 


hen Watch_Dogs hits store shelves 
1 this November, it won't be the 
only open-world game players 
have to choose from. Indeed, this brand-new 
franchise focused on the adventures of a 
superhacker in near-future Chicago will face 
stiff competition from some well-established, 
big-name games like Grand Theft Auto V, Saints 
RowIV, and even Ubisoft's own sandboxjug- 
gemaut, Assassin's Creed IV. 

Breaking into that crowded market won't be 
a simple feat, but senior producer Dominic Guay 
says Watch_Dogs sets itself apart from the com¬ 
petition in one important way. "It's highly rel¬ 
evant to the way we live our lives/' he explains. 
"Some of our mechanics are almost a direct 
reflection of what we do in the real world." 


2014 
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BY USING A HANDHELD DEVICE KNOWN ASTHE PROFILER, MEN CAN 
MANIPULATEALMOSTANYTHINGHEENCOUNTERSWITHTHEPUSHOFABUTTON 



In other words, antihero Aiden Pearce won't 
be fiddling around with futuristic superweap¬ 
ons or pirate ships, instead, his world will be 
grounded in our own, and his powers will be 
based in the technology that's a fixture of our 
daily lives—everything from security cameras 
and steam pipes to ATMs and laptops. By using 
a handheld device known as the Profiler, Aiden 
can manipulate almost anything he encoun¬ 
ters with the push of a button. 

That grounded nature should make for 
a game that's much more intuitive and ac¬ 
cessible right from the start. "Players won't 
need a tutorial fora lot of things. They're just 
going to get it," Guay says. "If I say, 'You have 
all sorts of military gadgets, make a plan with 
them/ you'll go, 'OK, I'm not in the military. 
What do those things do? How can I make 
good use of them?' But if I tell you that you 
can hack into the tech you know and interact 
with every day, then it’s like, 'Oh, OK, cool!' It's 
much more natural for people to experiment 
in our game because of that." 

THRILL OF THE CHASE 



Like any number of big-name titles hitting 
this fall, Watch_Dogs will launch alongside 
a companion app for Android and iOS de¬ 
vices. Given that the main game focuses 
on a hero who derives his abilities from a 
piece of touchscreen tech, it's only fitting 
that Ubisoft Montreal has something 
special planned for this second-screen 
experience. Rather than merely display¬ 
ing a mini-map or other info about the 
game, the Watch_Dogs app will actually 
be able to create custom challenges, lay¬ 
ing out checkpoint-based police-evasion 
challenges for your friends to complete. It 
won't just be a simple matter of throwing 
some icons down on a map and logging 
off, however. Challenge creators can 
watch their friends attempt to complete 
the gauntlet in real time, and—if they're 
feeling particularly cruel—they can steer 
police helicopters toward players and set 
off traps along the way to make things 
even more brutal. 




SON OF RO 


LEGION OF DOOM 

BY ANDREW FITCH 


RYSE ISN’T STRICTLY HISTORICAL, BUT IT'S BASED ON A LOT 
OF HISTORICAL CHARACTERS AND EVENTS 
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ver the four-decade history of 
gaming, players have encountered 
plenty of historical figures like 
Oda Nobunaga and Emperor Meiji in games 
created in Japan. But Western developers 
have been strangely reluctant to do the same 
with their own history, even when it comes 
to a backdrop that would seemingly provide 
an endless supply of action epics—ancient 
Rome. 

"And that's strange, because it's a great 
setting," says Ryse: Son of Rome multiplayer 
producer Erik Olsen. "I think you take a risk 
when you do it, though. Ryse isn't strictly 
historical, but it's based on a lot of historical 
characters and events. But when you take on 
that challenge—we obviously don't want to 
insult ancient Rome—you take on a lot of re¬ 
sponsibility. When you have a fantasy setting, 
maybe it's a bit easier in that respect." 

Crytek isn't taking this task lightly, either, 
since they want to do justice to the blood and 
bombast associated with the time period. 


"We've done a ton of research," Olsen says. 
"We've had experts in period fighting come in and 
work with us on the combat itself. We even sent 
people to the actual Colosseum—we wanted to 
stay true to what it meant to be a legionnaire." 

In Ryse 's case, the spark for the Roman setting 
came from finding the perfect fit for the tale 
Crytek wanted to tell. 

"Rome was really the obvious choice," Olsen 
explains. “Ryse is about a powerful civilization 
encountering the fringe elements and the 
dangers that come with expanding the empire. 
And once we made that decision, we wanted 
to look into what historical figures would make 
sense for the story." 

Of course, this means that sticklers for histori¬ 
cal accuracy might notice a few anachronisms, 
since the game will feature famous Roman lead¬ 
ers like Nero and Commodus. "We have people 
from different centuries who probably didn't 
meet each other," Olsen says with a laugh. "But 
these are iconic characters, and we wanted to 
include them." 6 





While Ryse's single-player campaign will 
see players in the role of a Roman general, 
the multiplayer portion allows them to 
take control of another Roman icon: the 
gladiator. 

Some of these segments will revolve 
around a specific narrative, while others 
will simply boil things down to their 
most basic element: eliminating as many 
combatants as possible. In all cases, 
however, they're inspired by what actually 
went on in the Flavian Amphitheater two 
millennia ago. 

"We know that, historically, the 
Romans put a great deal of effort into 
the productions in the Colosseum, with 
different terrain and different environ¬ 
ments," says Ryse: Son of Rome multiplayer 
producer Erik Olsen. "For example, we 
have a re-creation of a Roman legion 
storming a stronghold in Alesia. We know 
that's an event that actually happened, 
and we know they re-created it in the Col¬ 
osseum. It might not have looked exactly 
like it does in our game, but thematically, 
it's very similar." 
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KILLZONE: SHADOW FALL 


SHADOWS ARE SECURITY 


BY CHRIS HOLZWORTH 


F or close to a decade, Killzone has filled Marshal (think special-forces operative) Lucas 
the role of Sony's most recogniz- Kellan, who's tasked with quietly keeping the 

able first-person-shooter franchise. warmongering Helghast from acting up. 

When the PlayStation 4 launches November Though Killzone games are always visually 

15th, however, we'll finally see a series entry impressive, the fourth proper entry in the fran- 
debut alongside a new PlayStation console, chise is particularly gorgeous, thanks to what 
with Killzone: Shadow Fall serving as one of the the PS4's next-gen tech affords the developers 
system's top exclusives. at Guerrilla Games. 

Set 30 years after the events of Killzone 3, But looks aren't everything, of course, and 

Shadow Fall revolves around bubbling tension they're hardly the only element the PS4 brings 
between Helghast refugees and native Vek- to the table. Part of what helps Shadow Fall 
tans. Players assume the role of Vektan Shadow stand out is how it incorporates the system's 
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new DualShock 4 controller—specifically, the 
touchpad. The new wrinkle is how players will 
control the Shadow Marshal's in-game battle 
drone, the OWL, by way of finger swipes that 
toggle through the war machine's four differ¬ 
ent modes: attack, zipline, stun, and shield. 

Shadow Fall also hopes to carve its own 
name in the multiplayer scene. Here, each 
session—known as a "Warzone"—is totally 
customizable. Players can choose how many 
people can participate, what weapons are and 
aren't allowed, game types, and more. 

If nothing else, Shadow Fall warrants at¬ 
tention from anyone shopping around fora 
next-generation home console—unlike other 
first-person shooters coming this fall, the new 
Killzone was built from the ground up to be an 
illustrative example of what this new breed of 
gaming systems will deliver. 






■ ard as it may be for oldsters 
■■H to believe, it's been 21 

I years since The Legend of 
Zelda:A Link to the Past on the Super NES 
delivered one of Link's most impressive 
top-down adventures in Hyrule. With such 
an shining pedigree, it's certainly a chal¬ 
lenge to craft a direct follow-up that does the 
original justice—but with dungeons designed 
specifically around the 3DS' unique visual ef¬ 
fects, Nintendo's confident it's found a way to 
do just that. 

"You'll have to rethink your approach to cer¬ 
tain Zelda staples, like finding your way around 
dungeons, locating keys to open locked doors, 
and more," says Nintendo of America product 
marketing manager Bill Trinen. "In this way, 
thinking outside the box is required to utilize 
Link's new skills." 

But longtime Link addicts needn't worry if 
they're not a fan of 3D effects—the dungeons 
are still navigable even with the system's 3D 
slider turned off, meaning that this sequel two 
decades in the making should appeal to series 
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Pokemon X and Y 




rating 

90% 



T he largest overhaul of the venerable monster-battling series 
in more than a decade, Pokemon Xand /features new camera 
angles, new modes of transportation, a new region, new evolu¬ 
tions, new battles, a new Pokemon type, and, of course, a slew of new 
Pokemon—fitting for a game that celebrates 15 years of Pokemon. 

At its core, however, the Pokemon experience remains mostly un¬ 
changed. The base concept—battling eight gym leaders for a chance to 
take on the Pokemon League, while challenging and trading your friends 
to fill up your Pokedex—has been left largely intact. But doing this with the 
3DS' StreetPass feature serves as a major breakthrough in "catching 'em all." 

This may also be the larges Pokemon game, given the side features like 
character customization or cutting a "PR promo" for your trainer that you 
can then share at a Pokemon Center. If you do explore all, it could be 10 
hours before you even get your second Gym Badge. 

Veteran Pokemon fanatics may find one drawback, however: a change 
in the strategy they've come to know and embrace over the past decade 
and a half. A simplified experience-sharing system makes it hard to let 
new Pokemon into your party, since you're always a few levels ahead of 
everything you catch. While some special events—like getting a fossilized 
Pokemon—serve as a hint that you should let these members into your 
party, it detracts from the surprise and joy of catching a wild Pokemon. 
Whether you're a longtime fan or a newcomer, though, PoktmonX and Y 
is easily the best series entry in quite some time. 
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Grand Theft Auto V 


nraE 

PUBLISHER ROCKSTAR GAMES 

17 

o 

r 

DEVELOPER ROCKSTAR NORTH 
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R fter years of fevered anticipation and hype so outlandish it 
seemed impossible to live up to, Grand Theft Auto 1/ is finally 
here—and, miraculously, it doesn't disappoint. Los Santos and 
Blaine County, the game's fictionalized take on Southern California, are 
an absolute joy to explore, packed with stunning vistas, hugely varied 
side content, and no shortage of opportunities for violent, hysterical 
mayhem. For once, though, the main storyline is even more compelling 
than rampaging in free-roam, with a trio of entertaining characters and 
dozens of missions that make fantastic use of every facet of gameplay, 
be it the greatly improved driving and shooting or the new character¬ 
swapping mechanic that allows you to seamlessly shift perspectives on 
the fly. There's just so 
much to do in GTAV — 
all of it enjoyable and 
polished—that it's hard 
to believe it's running on 
eight-year-old hardware. 
This is the sort of game 
that comes along once in 
a generation. 



The Legend of Zelda: The Wind Waker HD 




T en years later, it's clear The Wind Waker was a game before its 

time. The cartoony, cel-shaded art style rubbed some Zelda fans 
the wrong way upon its 2003 GameCube release, and the vast 
ocean confounded players used to Link's adventures on the solid ground. 

Wind Waker HD takes the innovative art style and imaginative setting 
and adds a few modern tweaks that enhance the experience. Tightened- 
up animations generally make exploration faster and more enjoyable, 
and the new Swift Sail allows you to go in any direction you want and 
bypass the hassle of changing the wind's direction with the titular baton. 

Despite these tweaks, some design flaws are glaring a decade later. 

An ill-advised stealth segment early on only feels more out of place 

today, and back-to- 
back escort-centric 
dungeons drag the 
middle of the experi¬ 
ence down. Still, this is 
one Zelda game that 
every fan should play 
to completion, in spite 
of the flaws. 
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FIFA 14 


T he FIFA team has spent the last few entries incorporating subtle- 
but-significant gameplay enhancements into EA's venerable 
soccer series—as a result, FIFA 14 comes off as a greatly refined 
experience, with only a few of the annoying quirks that plagued the 
franchise a few years ago. The most significant revisions this year include 
tighter controls; ball handling is more precise than ever, including drib¬ 
bling down the field, which has long been one of the series' weak points. 
Another major improvement comes from the Al on both sides of the ball. 
Teammates seem more aware of your tactics, ready to accept passes and 
help you move the ball closer to the opponent's net. The graphics could 
use an upgrade (which 
will hopefully be ad¬ 
dressed in the next-gen 
iterations), and team 


rating 

87% 



Beyond: Two Souls 


PUBLISHER SONY COMPUTER ENTERTAINMENT 

08 
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PLATFORM PS3 
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L ike David Cage's previous directorial efforts Indigo Prophecy 
and Heavy Rain, Beyond: Two Souls offers a blend of cinematic 
storytelling and interactivity that's always conceptually 
fascinating but never quite entirely successful. Still, this is the closest 
Cage and his Paris-based studio, Quantic Dream, have ever come to 
fully delivering on their vision. Capable Hollywood actors Ellen Page 
and Willem Dafoe add some star power and emotional heft, while 
the gameplay takes a step forward by replacing most button-prompt 
quick-time events with subtler stick gestures and far more conventional 
sequences and mechanics. Unfortunately, all that talent and innova¬ 
tion is put toward a story that alternates between dragging its feet and 
switching gears at whiplash-inducing speeds. The central premise of 
exploring 15 years in 
the life of a girl linked 
to a supernatural 
entity offers a lot of 
potential, but the 
finished product feels 
disjointed, uneven, 
and unsatisfying. 















BATTLEFIELD 4 

^ BROUGHTTO YOU BY PRIMA GAMES 


PARACEL STORM 

In Paracel Storm, naval and air units rule supreme, as US and Chinese forces fight over a 
small chain of islands in this epic 64-player battle. If you want to try out the new attack 
boats, this is the map to do it on. However, get ready for rough seas once the storm rolls i 
Hope you don't get seasick. 
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MAP LABELS 

US Base 

• RHIB (4) 

• RCB-90 (2) 

• PWC (2) 

• UH-lYVenom (1) 

• AH-6J Little Bird (1) 

• F-35 (2) 


A: Dockyard 

• RHIB (1) 

• RCB-90/DV-15 (1) 

B: Barracks 

• RHIB (2) 

• LAV-AD/Type 95 AA (1) 

C: Firebase Island 

• PWC (2) 

D: Solar Island 

• PWC (2) 

E: Shipwreck 

• PWC (2) 

• AH-6J Little Bird/Z-11W (1) 





1 LEVOLUTION MOMENT 1 





A US destroyer is hung 

-up on an offshore 

wind turbine. As the sti 

orm intensifies, 

the turbine can be destroyed following 

a lightning strike, causi 

ng the destroyer 

to crash into Firebase 1: 

stand. Whoever 

controls the island gair 

is access to the 

destroyer's automated AA cannon. J 


CONQUEST LARGE 


This is a battle of water and air superiority, 
with five control points lined up from north to 
south. With five flags up for grabs, your team 
will need to capture three control points in 
order to drain the opposing team's tickets. 
The best strategy for the US team will be to 
hold the Dockyard (A), the Barracks (B), and 
Firebase Island (C). By building a perimeter 
: around the Barracks (B), the US team can send 
! players either north or south to support team- 
j mates in the Dockyard (A) and Firebase Island 
(C). The Chinese team should try to hold the 
Dockyard (A), the Barracks (B), and Solar Island 
1 (D), plus the Shipwreck (E) if the US team isn't 
putting up much of a fight. The Shipwreck (E) 
is positioned on the south end of the map, 
but closer to the Chinese base. The Chinese 
team will need their attack boat to patrol the 
south side, warding off the US attackers as 
they try to flank the Solar Island (D) and push 
towards the Shipwreck (E). The US team can 
extend their defensive perimeter to capture 
the Shipwreck (E) as well, but defending four 
flags on this large map can be difficult, so be 
warned. Regardless of what team you are 
on, prepare for a mix of defending against 
constant vehicle attacks and dose-quarter 
combat on one of the many islands on the 
map. With so many vehicles, engineers are 
recommended—use guided weapons to 
engage fast-moving aircraft and boats. 


These Guides are available at Walmart and Walmart.com. Walmart 




















BASES AND CONTROL POINTS 


US BASE 



The US team starts the battle from their 
aircraft carrier, anchored on the west side of 
the map. Deploying with numerous boats, 
helicopters, and jets, the US team has a good 
chance of taking at least three control points 
early on in the match. But they'll need to 
move out fast to beat the Chinese team. 


CHINESE BASE 



Deploying from a peninsula on the east 
side of the map, the Chinese team is well 
prepared for domination, attacking with 
the same number of boats, helicopters, and 
jets as their American counterparts. Like the 
US team, the Chinese team should have no 
trouble grabbing a minimum of three control 
points at the outset. 


A: DOCKYARD 



This control point is located on the north 
side of the map, not far from the Barracks. 
The team lucky enough to capture it gets a 
RHIB as well as an attack boat. Expect plenty 
of watercraft to approach this control point 
from the east and west. Also, don't overlook 
the threat from the Barracks, especially if the 
opposing team controls it. 



The flag here is surrounded by several 
buildings, likely to contain defenders. The 
Barracks supplies either team with a mobile 
anti-aircraft unit, ideal for knocking enemy 
jets and helicopters out of the sky. This is one 
of the few control points that can't be cap¬ 
tured from the shore, so watch for infantry. 

C: FIREBA5E ISLAND 


This island is located directly east of Firebase 
Island. The islands are connected via two 
wooden bridges...which can be destroyed 
with explosive weapons. While this control 
point isn't rich with assets, holding it gives 
the controlling team a solid presence on the 
east side of the map. After all, in Conquest, 
every flag counts. 



At the start of the battle, this western island 
doesn't have too much to offer. However, 
once the storm kicks up, your team will want 
to take control of this flag. When the US de¬ 
stroyer comes crashing onto shore, the team 
who hold this control point also gains access 
to the ship's AA cannon. This automated 
weapon immediately starts shooting down 
enemy aircraft, helping secure the skies on 
the west side of the map. 


E: SHIPWRECK 



The flight deck of a partially sunken aircraft 
carrier is home for this control point, serving 
as makeshift island on the south side of the 
map. The team who gains control of this flag 
gains access to a scout helicopter. Every ounce 
of air power your team can scrape together 
can make a huge difference in this battle. Use 
the scout helicopter spawned here to trans¬ 
port troops or strafe enemy watercraft. 



DOWNLOAD A FREE 


DIGITAL PREVIEW GUIDE! 


http://walmartgamecenter. 

screenpapermedia.com/prima/ 

battlefield4.pdf 


HP These Guides are available at Walmart and Walmart.com. Walmart 












ASSASSIN'S CREED IV:™ BLACK FLAG 

^ BROUGHT TO YOU BY PIGGYBACK 

NAVAL WARFARE TIPS 



Approaching enemy ships head-on is not al¬ 
ways an efficient solution, as it limits your of¬ 
fensive options to chase cannons and mortar 
fire, instead, try to make circular approaches 
that will enable you to fire more powerful 
broadsides. In many battles, you should 
ensure that all enemy ships are on one side of 
the Jackdaw. Being pounded by multiple ves¬ 
sels from both sides can be disorienting and, 
as a consequence, devastating. Whenever 
it is possible to do so, circle around enemy 
fleets in a wide arc. 


The optimal tactic for countering a ramming 
charge is risky, but the damage inflicted is 
significant. Moments before the incoming 
ship makes contact, reduce your speed to 
half sail and steer in the direction that will 
align you with the charging vessel. Your 
goal is to have the ship's bow just behind 
your own stern. At this precise moment, 
drop fire barrels: the ship will be so close 
that it won't have a chance to evade the ex¬ 
plosives. With perfect timing, all deployed 
barrels will hit the target. 


2: NAVAL HUMAN SHIELD 



Enemy ships will not generally open fire if 
they have an ally in their field of fire. You can 
exploit this by putting a weaker opponent 
between you and a more dangerous ves¬ 
sel. The smaller ship will be the only one 
attacking you - a negligible threat - while 
the larger one will be temporarily neutral¬ 
ized, until her line of fire is clear again. You 
fire volleys above (or, if you aim for her sails, 
through) your improvised shield to reach 
your primary target. 


4: DUAL BROADSIDES 


Your port and starboard cannons can be fired 
independently, and are subject to separate 
reload timers. In situations where you have 
enemies on both sides, this means that you 
can fire broadsides at twice the usual rate, 
alternating between one side then the other 
by rotating the camera accordingly. This is 
particularly useful when you need to clear 
the surrounding waters of multiple fast- 
moving gunboats and schooners attacking 
from assorted angles. 



At the beginning of every boarding se¬ 
quence, there's a delay before the Jackdaw 
is properly aligned with the enemy ship. The 
farther away you are within the highlighted 
zone when you initiate the boarding, the 
longer it takes before you and your crew can 
reach the deck of the vessel. By deliberately 
starting far away, you can put this time to 
use - for example, to align precision hits 
with the swivel gun. Against larger vessels, 
initiating the boarding at maximum possible 
distance, and from the front, enables you 
to shoot "scouts" in the rigging during the 
approach. You can also just stand at the edge 
of the Jackdaw and shoot enemy soldiers 
with pistols. By employing these tactics, it's 
possible to complete boarding sequences 
against schooners and brigs without even 
setting foot on the enemy vessel. 



These Guides are available at Walmart and Walmart.com. 


Walmart 


















ADVANCED COMBAT TIPS 








I: EXPERT NAVIGATION 


With free running and climbing, the real chal¬ 
lenge isn't how you control your character: 
it's how you command the camera, enabling 
you to identify, plan and adapt your route 
throughout any given pursuit or escape. The 
essence of becoming a master at climbing 
and free running is being able to read your 
environment clearly. You shouldn't just see 
the world in terms of doorways and win¬ 
dows, or trees and branches, but in a more 
pure sense as waypoints that combine to 
form routes. 


The parry move makes you practically invin¬ 
cible in many battles. Even if he is facing away 
from an incoming blow, Kenway will still block 
it. Whenever you feel completely outnum¬ 
bered, or need to select a new tool to suit the 
situation, use this to buy a little time as you 
plan your next gambit. You can even move 
(though slowly) while parrying, which enables 
you to reposition Kenway to a more advanta¬ 
geous location. The only threat you have to 
pay attention to is firearms, which you can 
easily survive by using human shields. 


3: KILL STREAKS 


4: ENEMY WEAPONS 


A Kill Streak is a combat technique whereby 
multiple opponents can be dispatched with 
instant-death attacks in quick succession. 

The secret to successful Kill Streaks is to 
identify a route of opponents that will enable 
you to kill as many as possible in sequence, 
adapting your course on the fly as you "join" 
the moving dots. 


You can appropriate axes, daggers and mus¬ 
kets from enemies by using Kenway's ability 
to disarm opponents while fighting with 
his fists alone, or by collecting them after a 
battle. These weapons have some interest¬ 
ing applications. Daggers cannot be wielded 
as a standard blade, but instead serve as a 
throwing knife. Though Kenway can only 
carry one of these at a time, they each offer 
an instant one-hit kill against practically 
any opponent. Axes are fun because of the 
powerful and distinctive blows and finishes 
that Kenway performs while carrying them, 
not to mention a gruesome assault that can 
be employed to finish an assailant instantly. 
Last, but by no means least, muskets offer 
greater raw firepower than Kenway's pistols. 
They also make excellent melee weapons: 
their range is particularly impressive. 


5: ENEMY GRENADES 


Whenever a grenade is thrown, don't panic 
and feel the need to sprint away. As the 
grenade comes to rest, other enemies tend 
to immediately cease their attacks and 
retreat, resuming direct hostilities only after 
it explodes. Quickly move out of the blast 
radius yourself, and make the most of the few 
seconds of respite that this offers you. You 
could exploit this brief window of opportuni¬ 
ty to score precision pistol headshots against 
more dangerous foes. If you are especially 
quick-witted, you might even drop a Smoke 
Bomb at the precise moment that a grenade 
lands, leaving all incapacitated assailants at 
the mercy of the imminent explosion... 


These Guides are available at Walmart and Walmart.com. 


Walmart 














PnrSTXfVJG SHOTS 

ONE-ON-ONE WITH 

KEVIN SHORTT 

LEAD STORY DESIGNER / WATCH-DOGS 


WGC: How did you get started with Watch 
Dogs ? 

Kevin Shortt: A lot of us came from Far Cry 2, 
so we worked well together, and this became 
the next project that everyone started working 
on. I was brought in very early on, a few weeks 
after the project got started. Then I was brought 
on to be part of the core team who just started 
working on ideas about what we wanted to do. 
We very quickly zeroed in on the idea of connec¬ 
tivity and hacking into systems. We realized that 
would be a fun thing to explore, and it's been 
four long years [working on that], which is great. 
You need that for a new IP. A new brand needs 
that time to figure it out, think about it, and 
come up with a good idea. 

WGC: How hard is it for you, from the cre¬ 
ative side of things, to come up with a new 
property that can be successful in a market 
that shies away from new ideas? 

KS: Well, it's a challenge, right? You want to 
come up with something that's exciting, that 
excites the imagination of players. There are 
always great new games coming out with 
great, new, exciting stuff, and you want to make 
sure you're a part of that and you're surprising 
players. I think it's the responsibility, almost, of 
a brand to surprise people with something that 
they haven't seen or felt before. And that was 
what was very important to us. I've got to say 
that I feel very confident that we've come up 
with something that's going to get people as 
excited as we are. 

WGC: Everyone has a cellphone or tablet 
nowadays. Do you think that aspect of 
relating easily to your audience will help 
Watch Dogs' appeal? 

KS: Being able to hack into somebody's phone 

A _ 


conversation and kind of listen in, that's the 
thing that we're trying to tap into. Have you 
ever sat on the bus, and you're just sitting 
there, and two people behind are just having 
this crazy conversation? You find yourself just 
listening. I missed a stop one time because I 
was listening to a conversation like that and 
suddenly realized, "Oh, I missed my stop!" You 
just get pulled in by those conversations. I think 
it's a very human thing. You don't want to be 
a Peeping Tom and spy on people all the time, 
but there's something about just getting a little 
window into somebody's life and then moving 
on. I thinkthat's what we've tapped into. 

WGC: When did you guys know you wanted a 
story set in the near future, centered around 
technology? 

KS:The idea of connection and connectivity 
was really the seed of the whole project. We 
knew that was the core of what we wanted to 
do, and from that, everything grew. Then it be¬ 
came: How do we realize that? How do we want 
to explore that? What are our options of explor¬ 
ing that? And then we soon came to the idea 
of a "smart city," because we knew smart cities 
existed. And we started imagining, “Think of 
control a player could have if they could control 
an entire city that was connected like this." That 
all happened pretty early on. Because it hap¬ 
pened so early on, it allowed us to really break 
that idea down. We had the time to explore all 
the possibilities for how this could translate into 
an exciting game. 

WGC: What other games are you playing 
right now? 

KS: It's going to sound like a plug, but I'm playing 
FarCry3 right now. I did also just play Bioshock 
Infinite, and both of those games, I love them. 0 
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